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PCGZine for nearly two years Demonicon Creed Il 
now and it's safe to say this Sniper EliteV2 Max Payne 3 
|.) issue features the most beautiful Alan Wake Shogun 2: FOTS 
_pages you'll have ever clapped Gettysburg: MUD: FIM 
eyes on. Like our sister magazines, 360Zine and Armored Warfare Motocross 
P3Zine, we've gone through a top-to-bottom 
; All Zombies Defenders 
transformation with new interactive doodads Must Die! of Ardania 
(technical term) and an all-round modern look. lala 


However, despite all this new functionality, in real 
terms this magazine won't be changing one iota. 
We'll still cover the biggest, best and brightest 
games heading to the PC platform, and this month 
we start with the return of one of gaming's 
unluckiest protagonists, Max Payne. Rockstar may 
have taken over the reigns from Remedy 
Entertainment, so the latest entry certainly looks 
better than it ever has before, but it does still share 
everything which has enabled this series to stand 
the test of time. 
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A bit like the new and improved PCGZine actually. 
Be sure to let us know what you think about this 
issue. Lots of lovely pages await... 
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Time to show Boris how it’s done! 


nquestionably the biggest reveal this past 
U Game Developers Conference was of 
Maxis’ long-awaited follow-up to 2003's 

SimCity 4. Yep, we can't believe it's been that 
long either, but the house that Will Wright 
built is working on a new sequel and even 
though there's not a number in sight don’t 
worry, it isn’t a reboot. 

Still very early in development, Maxis has only 
revealed target screenshots and footage, but we can still 
gleam a few sought-after details. For instance, SimCity will 
utilise the impressively grand GlassBox Engine, and every 
city a player creates will be interlinked with their neighbours 
online. If, say, you choose to create an industrial hive then 
your pollution will bleed over into the surrounding area. 
If you see a notification that your friend across the road is 
fighting off forest fires, send some firemen over to help 
etc. Every city will be connected to a worldwide network 
and together you'll have to tackle both local and global 
problems such as resource shortages and climate change. 

Beneath SimCity’s colourful exterior beats the heart of a 
revolutionary management sim and we expect to hear 
plenty more about it soon. ™ 
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PUB: UBISOFT 
DEV: IN-HOUSE 
i ETA: OCTOBER 


Ubisoft bring their ‘A’ game 
[ t would be fair to say that Assassin's Creed 


has been on a downward trend as of late. 
Revelations and Brotherhood felt like a 


stop gap to distract audiences while the real = a se 
stars worked on a proper sequel, and low and a ? —~ Tae, 
behold gamers’ instincts were correct. While S x J 

we were slaying our mates online, the makers . —- 

of the first and second game were toiling away at something < =X 

that is assuredly new. oy > 

Assassin’s Creed Ill stars a new half-British, half-Native American a ; A 
protagonist named Connor, with the Middle Eastern backdrop 4 \ 
replaced by a North American one, set during the Civil War. The ‘ ; Gg” OT Kig: f 
campaign will span 30 years, 1753-1783, with key historical figures wy EN SS Nd mage oa (ap 
like Ben Franklin and George Washington featuring. New locales ’ , a 4 j Se 5 ‘ rae 
include Boston and New York with great stretches of wilderness a< hs r o + 7 
in-between to facilitate the sort of platform action this serieshas 1 @itia hota, ee t 
become known for. Combat too, has been given a new leash of is ct antares ihe pp " 
life with new weapons and deadlier enemies. “es . \~ py: 

More details about AC /I/ are to be revealed, but from the > e Ly be aap Se 
outset it looks like the kind of sequel this series has needed for *' ? Fics v= a 
along time. Colour us interested. ™ : Ee AE > e 
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@Jvalin 


his summer is going to 
: be even more jingoistic 

than usual, with not only 
London 2012 and the Queen's 
Jubilee hitting full swing but 
there's also going to bea 
massive football tournament 
in the guise of the European 
Championships. Obviously it’s 
not quite as exciting as the 


INCOMING 


@ NEAR TU 


PUB: ELECTRONIC ARTS 
DEV: IN-HOUSE 


Apparently, this is Spain verses Ireland, and 
that thing the bloke in yellow is punching 
is called ‘the ball* It’s technical stuff. 


World Cup, but EA are still giving 
it the proper treatment with 

a digital-only expansion for 

FIFA 12 currently in the works. 
Expect all the stadiums, squad 
line-ups and strips of the official 
championship, only this time 
without the need to buy a full 
retail game. Thanks for thinking 
of our wallets, EA! 
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Fighting your inner demons, literally 


hen a developer says they had no qualms talking about 
Wi:: making a ‘dark their protagonist's infatuation with 
fantasy RPG’ it’s perfectly his sister, the importance of her 
natural to take their description remaining a virgin before marriage, 
with a pinch of salt. Now this isn’t and a power-hungry cannibal 
@ 0 ©] 4 because they have no intention feasting on villagers. If they wanted 
Q 0 © of delivering, far from it, instead our attention they certainly had it. 
it's usually the case that publishers 
aren't really fans of helping a 


PUB: KALYPSO MEDIA 
DEV: NOUMENA STUDIOS 
LAST GAME: N/A 
ETA: SPRING 2013 


product which allows players to “You need balls to 
6G Jhereareno purely effectively torture lots of people create a truly dark 
good or bad choices ona whim. You need balls to 
and that's very important; create a truly dark fantasy game fantasy Salis sagas 


we want people to ae certainly have big ones” 


and its clear Noumena, and to a 


MI AieRaISUMLeSeae large extent Kalypso too, certainly 
have big ones. Needless to say, Demonicon tells a 
Not five minutes into our story which isn't for the squeamish. 
; introduction to Demonicon's take The plot centres on baldy Cairon, 
Eric Jannot ivan extensively thought-out who with his father and sister is 


NE Dark Eye universe (German pen struggling to make ends meet in 


and paper fans know it well) the only free human cityonthe > 
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continent of Shadowlands. The 
section we played involved the 
‘big C venturing into a local cave to 
bring back his sister for a wedding 
she doesn't want to be a part of, 
but along the way he inadvertently 
activates a demonic gift lying 
dormant within him. This internal 
battle between light and dark 
forces coming over him will be a 
theme constantly revisited during 
the campaign with moral choices 
to back up either your descent 

into darkness or your valiant fight 
against it. 
Even though it’s still early doors 
for Demonicon, with the best part 
of a year’s development still to 

go before release, we still got to 
play around with the gamepad- 
centric combat system which 
allows players to pull off specia 
melee attacks by inputting 
different button presses, and the 
default ability to steal health from 
others during battle. Despite four 
elaborate skill trees, half defensive 
and the other offensive, combat 
felt a little flat but we can see that 


¢ 


Combat is nuanced but very 
traditional in its approach. 


Noumena are going for a Reckoning 
kind of vibe and the inventory 
system should inspire a similar 
level of loot lust. 
However, what really impressed 
us though, was the way this Berlin 
studio has implemented story 
choices in their game. During our 
playthrough we faced two difficult 
choices which we delivered in 


“It’s still early doors for 
Demonicon, with the 
best part of a year’s 

development still to go” 


the traditional BioWare style, with 
dialogue choices bookending an 
early mission. The choice itself was 
a toughy: set a kidnapper free killing 
all those currently in his possession, 
or save their unfortunate souls 

and let him go. There was a third 
option, only selectable if you've 
invested in the required skillset, but 
we went for the first one and the 
consequences were entertaining. > 


ERIC JANNOT 


Creative Director 


DANIEL HESSLER 
Lead Writer 


Alot of developers promise a dark fantasy experience, but you 
guys are really going for it with incestuous themes and unsettling 
moral choices. How far are you willing to push the boundaries? 

EJ: We'll push it to the limits! We've spoken a lot with the editors from The 
Dark Eye and they're fine with it. They know the story, they know what we're 
aiming for andit'’s perfectly okay for them. Everything that happens in our 
game will be an official part of The Dark Eye universe. It’s okay with the incest 
thing, as there will be some twists with regards to that. 


How afraid are you guys of scaring away those that don't really have 
an affinity for The Dark Eye universe? 

EJ: The main goal for us is to create a good dark fantasy game. If you're a fan 
of The Dark Eye, you will find the references you love about this world. Ifyou 
don’t know, you'll still have a good dark fantasy setting you can approach 
and learn about. | think it’s important to be brave with this setting because 
there's always the same sorts of stories involving an evil guy being told, but 
we wanted to do something special in that direction. | really love Planetscape 
Torment and it was rather brave too, and now it’s famous forthe absolutely 
great characters, weird setting and everything being different to what it 
appeared to be. That's very inspiring for us. 


Asimilar RPG to yourselves is currently embroiled in controversy 
regarding a disappointing ending. What do you think about that? Do 
you think games produced ultimately belong to the developers who 
created them, or the fans which cherish the experiences? 
EJ: Obviously I've played Mass Effect 3 and | haven't got to the ending quite 
yet, but what my opinion on this pointis that | wouldn't say that the art only 
belongs to its creators. | think if you give it to the people it’s their art too, it’s 
an interaction. If people want to invest themselves in the story then that’s 
good, and then of course there will be critical opinions on how it wraps up. 
What is importants that they care for the story and that’s what BioWare 
achieved. People care so much that they criticised the end and that’s good 
in my opinion. You can always discuss from this point on, that you achieved 
something important. That's what we're ready for, too. Some people may 
not like it because what they see may be different from what they feel, 
but that’s okay. If people love Demonicon | would love to do a sequel and of 
course we will address any feedback to produce a better game. 
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The dialogue system will prove familiar  @ O Ni. 


to anyone who played Dragon Age. 


I think the problem is that games endings still aren't considered 
to be that important (purely because the majority of gamers don't 
finish what they start) however it that phenomenon seems tobe 
shifting. Say gamers who played Demonicon were really unhappy 
with the end or even the last hour, would you consider changing it 
toaddress their complaints? 

DH: That's a tough question for Demonicon, as even the last hour is set 
around a really, really big decision. 

EJ: Ifit really is such a huge deal, and that people love the game so much that 
they perceive the ending should be different, then | would have a discussion 
with fans and from that | would decide. Of course, you want to tell a story 
that the fans love. Basically, artisticintegrity is not something | believe in 


When you select a choice which We had a sneaky second run to players feeling properly entrenched with games —it’san interactive artform. | think its okay to change itif 
can send the plot one way or see what would happen if we didn't in the universe. Yes youre taking people have that much of a problem witht 
another, players are not only treated — go for the most violent option an active role in Cairon’s story, DH: Making camesisa anmintens Giferentine dium to writing plaveRenel 
to sublime Frank Miller-esque cut- and on returning to the town we but youre also shaping your own ae! Te ae oP ee : 
scenes explaining the results of their — weren't met by mourners but experience and that’s something bate ee The decisions that are made iat iTS a 
actions, but they'll also notice their rather thankful survivors and angry __ that should excite every RPG fan. on understanding and the pifesll.o'! nc However, bak’ 
town hub — for which Cairan returns — soldiers demanding to know why There's still a far amount of are very keen to learn new things. That's the best thing about the fans 
regularly during the linear campaign —_ we let the kidnapper off. It’s these development to go and Noumena reaction to Mass Effect 3 as you can learn what fans dislike. 
— changing around them. For our kinds of persistent details which will have to use their resources 
deeds we saw the bloodied torso will follow gamers throughout their —_ wisely to deliver on their Triple-A Demonicon poses some very tough choices for players tomake 
and head of the kidnapper placed playthrough. Demonicon will have ambitions. Whatever happens during the campaign. How important is staying within the shades 
in front of the town's castle, with several of these options spread though, we're sure Demonicon of grey, rather than just having good and bad moral choices? 
memorials scattered around town throughout the game and, much won't struggle to stand out EJ: There are no purely good or bad choices and that’s very important; we 
mourning the loss of his victims. like in Mass Effect, it should lead to among the crowd. 


want people to think about the story. Even a fantasy world isn’t purely about 
ablack and white moral landscape, as it should be about motivations like in 
Game of Thrones. The TV series or the books are a good example, even the 
bad guys in the book have their own personal motivations. Even with the 
cannibal, we'll reveal strong motivations for that character later in the game. 


The town hub which players return to 
throughout the campaign will constantly 
change in accordance with your actions. 


For astudio consisting of 45 developers it must to be tough to pull 
of this kind of grand branching RPG? 

DH: We do not offer as many decisions as we could, because we want 

our decisions to have importance. We want decisions to be as balanced 

as possible with gameplay to back them up — you won't have as many 
decisions as something like Fallout: New Vegas for example. We're doing a 
story-driven game, so we offer up decisions that have big impact. 

E: That also means that we focus on the story and the combat. We don't have 
mini-games — if you want to do a good story-driven game you don'tneed 
them. It’s more important for us to focus all our energy on the more 
important aspects of Demonicon. 
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New developer, same over-the-top action! 


PUB: ROCKSTAR GAMES 
DEV: IN-HOUSE 

LAST GAME: L.A. NOIRE 
ETA: 1ST JUNE 


years since the last Max first bit of concept art they realised 
Payne? Remedy’s violent showed a fat, bald Max which was 
film-noir shooter series which thematically a country mile away 
blended classic comic tropes from the monologue-spewing 
with moody detective cinema instrument of vengeance we 


C: you believe its been eight — didn’t help themselves any, as the 


@gamewizard95 is genuinely one of our favourite remember from the first two games. 
the two games | am gettin . y . F 
Be Bigenittasicems = franchises from yesteryear, with Well, thankfully it seems as 
= Se than drunken evenings still punctuated — though our doubts were misplaced 
@gaminggoodness with the unending search for as our recent hands-on with the 
I'd kill, literally kill somebody ‘ . 
Rs dead, to get Red Dead a Captain Baseball Bat Boy sequel showed that Max Payne 3 is 
Ri i ms ‘ . ‘ 7 
ie ge plushie. Yet as much as we loved every bit a true successor in a series 
hd petbelcrons pave the time-slowing Hong Kong- we know and love, only moodier, 
Pot tee inspired gunplay, brilliantly flawed prettier and much more cinematic. 
characters and the strange in- The plot picks up eight years 
nacreancee ee game TV show Address Unknown, — (there’s that number again) after 
oe ee we were still a little apprehensive the events of the second game, 
Rockstar go off. when Rockstar announced that with Max still mourning not only 
by Neaneeemeemeenmes «they were going toproduce the —_the death of his family but also 


next game in the series. Mona Sax. He's a drunkard now 
And the makers of Grand Theft ——_ also happens to be addicted to 
Auto and Red Dead Redemption painkillers, a vice which litters levels > 
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and replenishes his health as before, 
and he quickly has to get out of 
New Jersey in order to escape 

the wrath of a thoroughly ticked- 
off crime family. This is where an 

old friend from the FBI pitches in 
and offers Max a job working as 
protection for Rodrigo Branco in 
Sao Paulo, but in typical Payne style, 
everything soon turns to chaos 
when the wealthy businessman's 
trophy wife Fabiana gets kidnapped 
and from there things go from 

bad to worse. 


LUCKLESS AS EVER 

All this exposition is delivered not in 
the comicbook style we've grown 
accustom, but glossy in-game 
cinematics with cuts, fades and 
picture-in-picture presentation 
which would make Michael Mann 
envious. There’s even prompts 
on-screen which punctuate key 
words in bold text, in order for key 
points to hit home. We're unsure 
on that last bit as it does seem at 
odds with the immersive feel of the 
cinematics, but visually Max Payne 3 


= = 


certainly has the Rockstar sheen. 
After the healthy dose of plot, 

which culminates in Max telling 

his employer to pay the ransom to 


safeguard Fabulous Faby’s return, the 


setting shifts to a deserted stadium 
where inevitably the three million 
handover goes sour as the deal is 
hijacked by unknown paramilitaries. 
It was at this point where the cut- 
scene seamlessly transitioned to 
actual gameplay and we finally got 
a chance to put the distinctly older, 
though not wiser, Max 3.0 through 
his paces. 

Despite adding a cover system 
and weapons-based inertia to the 
way the protagonist handles in a 
gunfight, shotguns are weightier 
than pistols or SMGs and lead to a 
loss of movement speed, Max Payne 
3 felt every bit as enjoyable as the 
first two games. A press of the Shift 
button instantly kicked in Bullet 
Time, slowing down proceedings so 
that we could admire every casing 
fall to the floor and enjoy every 


miscreant’s bloody demise. As before 


you can still initiate time-slowing 


« 


aa 
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dives to kill in style, but no longer 
does your character's extremities 
fade through the environment. 
Everything in the RAGE 
game engine has weight and 
consequence, with Al reactions also 
governed by improved Euphoria 
tech, so enemies tumble down 
Stairs realistically, fall into glass and 
other stimulating interactions — 
you can even juggle perps with 
repeated fire. The cinematic kill-cam 
from previous games also makes a 
return to punctuate the final kill 
in every area and the combat still > = 
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feels blisteringly fast, requiring you 
to throw caution to the wind and 
tackle enemies head-on. 

Rockstar has maintained that 
rhythmic feel to combat without 
compromising the speed the 
franchise has always been known 
for and, as a result, Max Payne is as 
thrilling to control as ever. On top of 
this there are also nice little touches 
ike the titular hero maintaining any 
visual bullet damage throughout 
the level and during cutscenes 

in order to not break continuity 
and there's knowing call-outs to 
previous games, such as the level 
we sampled featured Max being 
coached over the radio by his 
sniperwielding friend while at 
another moment he himself was 
providing long-range support. 
Visually the sequel also instantly 
impresses with DirectX 11 support 
and character animations which 
come across much more natural 
than traditional third-person 
shooters. It’s safe to say that this 
game's linear nature has enabled 
Rockstar to dial up their RAGE tech 
to amuch higher calibre, and even 
though the environment still felt 
gritty, there was still lots of attention 


This shooter is still as gratuitously violent as 
ever, with players able to jungle their prey if 
they're fortunate enough to have dual uzis. 


to detail in the guise of training 
areas, club shops and other arenas 
where it felt satisfying to get your 
gun off 

And that’s the thing. Max Payne 
3 may appear different from the 
other two with improved 
technology, gameplay and story 
implementation, but at its core the 
series’ DNA has thankfully remained 
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successful transition to the modern 


the same. Couple what seems like a 


with a fully functional competitive 
multiplayer, with the ability to slow 


ling single-player narrative 


me and fight as many as 
r players, and it seems as 
this old dog will make the 


era. Wh 


an old dog new tricks? m 


O said that you can't teach 
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Toews Need more guns? Would a bajilion suffice? 


DEV: GEARBOX SOFTWARE 
LAST GAME: DUKE 
NUKEM FOREVER 


hit by this much colour the simplistic narrative or science- 
ETA: 21ST SEPTEMBER 


T. last time PCGZine was cel-shading clearly not reflected in 
was when we unleashed fiction setting. 


a two-year old on Microsoft Paint. Here though, you'll be sent on 
A | > 1 Borderlands 2 loves colour. From quests built to match the game's 
the deep, cold blues of its icy plains | zany comicbook attitude, and 
——B @VariantDash to the overwhelmingly yellow meet a host of new and returning 
i Mnesereeeemm Caustic Caverns, the playspace of characters that wouldn't look out 
i and play Borderlands 2. 


Borderlands 2 is clearly the work of of place at an exceptionally violent 


@BenKuchera a bored Unreal Engine artist finally 1940's freak show. 
Really excited for Borderlands F i 
2. Loved the first one. let loose with a complete colour We've played two of them - one 


palette, vomiting up a world of sending us on a mission to rescue 
primary colours and neon splashes — Bloodwing, a mysterious feathered 
for players to traipse around. animal whose appearance Gearbox 


@gshowitt 

Top Five Responses | received 

in the Borderlands 2 hands-on 
today #4: “I can’t say anything ; : ; : : 
about that character at all.” Which is exactly what is keeping close to its chest, and the 

Gligsawhe Borderlands needed, really. The other set within the aforementioned 


der noy ta aon has original certainly looked the part Caustic Caverns, retrieving and 
(and, of course, played considerably — returning some ‘revealing’ pictures of 
vate well) but suffered from acomplete — welleendowed DLC character Moxxi. 
Hance lack of personality — the game's Intriguingly, on reaching the sexy 


whole body has gone numb. 


last-minute switch from humdrum snaps we were given the option 
real-worldy visuals to style-heavy to return them to either Moxxi or 
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The Unreal Engine 3 has 
never looked more colourful. 
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Each of Borderlands 2's different playable classes 
have much more varied roles than before. 


ex-husband Marcus, with the reward 


differing depending on who we 
chose. Moxxi offered to pay us a 
wad of cash, while Marcus offered 
something much more significant 
as a reward. 


“Choices and 
decision-making 
could play a larger 
role in the sequel” 


What it was, though, we've 
absolutely no idea, with Gearbox 
closing the curtain on our preview 
just prior to the mission's finalé. 
Choices and decision-making, 
however, could play a much larger 
role in Gearbox's sequel. 


A BIG TEASE 

Other tweaks made to Borderlands 
2 make it much more streamlined 
than the original, too. There’s now 
a ‘proper’ private trading system, 
letting players switch guns and 
gadgets without the fear of other 
players sneakily running off with 
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willing On enemy While Gunzerking 
creases the amount of time 
you can Gunzerk 
Next Level: 
Gunzerking duration per kill +0.7 
seconds 


the goods. And you won't have to 
constantly tap a button to pick up 
loot either, with cash and ammo 
automatically acquired by the 
nearest player. 

Beyond that though, this looks to 
be very much more of the same 
lootin’-tootin’ first-person Diablo- 
inspired adventuring that you 
experienced the first time around, 
only crazier, much more colourful 
and with an even greater sense of 
fun and imagination than before. 
And hey, isn’t that exactly what you 
were hoping for? = 
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eect See just how much damage a bullet can do 


oe ere DEAD FE: the man responsible for house between the linear WW2 Call 
ETA: 4TH MAY some of the worst big- of Duty’s of yesteryear and the classic 
budget shooters in recent sandbox original. 
years, Rebellion’s CEO Jason Like the original, it’s a World War 


Kingsley certainly hasacoolhead —_2 shooter with a twist. Here, stealth, 
on his shoulders. strategy and long-range shooting is 
“The output has not been the name of the game — that run and 
yw CUM § aS QOOd as Id like it to be” he gun action of more typical shooters 
V2 demo next month. Hope the i 5 4 7 z 
game is competent at least. confesses, while slumped in just a risky backup option. It’s superb 
TITY OSniperclitev2 the corner of an old farm house sniper voyeurism —the game's 
ELITE | eee host to a secret weapons testing insanely detailed and satisfyingly gory 


Se Bue = facility Somewhere in the English slow-mo kill cam making successful 


out & vote for your fave. 


[aa ORK 1 Apocalypse countryside. “Hopefully we can killshots uncomfortably rewarding. 4 
seis Neeeeceesiaws out the past behind us [with Sniper _ Kingsley thinks he knows why. 
© ieee §— Fite V2], and move on and tak ‘There’ a bit of a sniper in all of us, 
4] @bishop about the future.” really,” he concludes. “It's the finger of 


ile vartue the eevelbper Kingsley’s words are humbling; God, isn’t it?” 
eae a ps a he’s aman unafraid to admit that But whatever the reason behind 


@ThatVGBlog his studio has made mistakes. the awkwardly addictive sadism 


Hitler's death teased in new 


Sniper Elite But he's also keen to ensure that might be, Sniper Elite V2 certainly has 
Rebellion, in his words, gets ‘back us excited, and the goriest WW2 
Pe a to greatness. Sniper Elite V2 goes shooter ever made is also one of our 
someway towards that dream. It’s. most anticipated. Be sure to scope it r 
authentic yet fun, as the scenarios out (and our review) when it sneaks ig a 
on offer here provide a halfway into stores next month. ™ iS 
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SHOGUN 2: FALL 
OF THE SAMURAI 


War, what is it good for? Absolutely nothing — but it’s pretty fun! 


espite being a standalone By its very nature, this power effects of weather during battle, 
De to the already struggle lends itself to interesting with forces now diminishing 
acclaimed Shogun 2,Fallofthe — tech choices, be it choosing during winter whenever caught 
ae Samurai is far from being another safe — explosive-throwing Ninjas over outside native territory. 
» ha chapter in the Total War series. Instead, — Gatling gunners, and as a result The 12-year time frame has 
NS Creative Assembly has completely during any campaign playthrough —_resulted in the importance of 
ban ak shifted the status quo of this franchise you're always hankering for that family members to be greatly 
iF Myce % by emulating its most modern era to —_ next powerful game-changing unit. diminished, but that’s not a great 


date - Japan between 1864 and 1876. _ It’s strange really, as even though loss to be totally honest. Instead, 
It was a time when Japan was turns now only representa couple Agents seem to be much more 
split down the middle, with the of weeks, the pace of the game powerful than before with reliable 
campaign's six different playable hasn't slowed noticeably, stalwarts like Geishas still able to 
factions shuffled into two competing Researching new technology recruit enemy Generals to your 


P's OFsTHE SAMU Ray 


EGA schools, Shogunate and Imperials, still seemingly takes forever, but fold, as well as new foreign oe 

THE CREATIVE with one favouring the transforming — advanced unit production and dignitaries that are similarly as &¥ 
ASSEMBLY influence of Western forces and their —_ settlement upgrades only require disruptive. It's an interesting - 

SHOGUN 2: gunpowder-centric tech, whereas the a handful of turns. Focusing on a compromise, and one that means 
Ae Aen cah ae other valued the traditions on which shorter time period has allowed you aren't hamstrung by costly 
Japan was founded. Creative Assembly to dial-up the unit recruitment and 
be... : “ a7 PATA ee pepe rere re Se. 
<9 a Nil iis ie : Ane : 4 * eo rey 
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maintenance fees in order to 
destabilise a faction’s settlements — 
instead just introduce them to your 
rebel-loving friend, the Shinsengumi. 
As before, every period detail is fully 
explained via the in-game wiki and 
further help is supported by talkative 
avatars and tool-tips. That's not to say 
the difficulty curve is slight by any 
means, but the enchanting 
soundtrack and visual aesthetic 
should keep newbies interested 
during their inevitable early losses. 
That isn’t to say FotS doesn’t have 
enough appeal to satisfy Total War 
veterans however. As rifle 
technology is now the central focus 
of battles, success is largely 
contingent on making the most of 
your units’ firing range, but at the 
same time you need to be wary of 
flanking cavalry, samurai and 
world-ending artillery barrages 
which can take out entire regiments 
in a couple of volleys. This kind of 
gameplay has been seen in this 
series before, most notably in 
Napoleon Total War, but here it feels 
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Settlement 


FR eel 9 
much more alive and unpredictable 
as the units included are often so 
extravagant that it’s rare to have a 
battle which doesn't involve some 
new tech. To put it simply, battles are 
exciting again and with the addition 
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of localised ship-based artillery, that 


“The Al has also been 


improved, with only 
the occasional error 


ruining a tasty battle” 


chess-like feel of preparing for an 


attack by maximising every resource 
available is genuinely thrilling. 

The Al, as ever, has also been 
improved with only the occasional 
error ruining the prospect of a tasty 
battle, whereas on 
the campaign 
map they're still a 
bit too eager to 
ally themselves 
against you to 
prevent expansion 
a few years in. 


FINAL 
VERDICT 


Stillthe most atmospheric RTS on the market 
Some Al bugs remain 


L_Totorni | 


Province 
| 


Unlike mostly everything else, the 
diplomacy system has stayed the 
same so brokering trade 
agreements and alliances still feels 
like changing a light bulb in the 
dark, which during the end-game is 
a big problem as collective security 
becomes crucial. Of course, strategy 
heads will find a way to circumvent 
this issue, but being suddenly 
declared enemy faction number 
one ended our playthrough on 
more than one occasion. 

Despite one or two minor issues, 
Fots is still a great investment for 
existing and potential Total War fans. 
This is an RTS with oodles of 
personality and potential which 
makes it a great toolbox for any 
budding armchair general. m 


A must-buy expansion 
for every Total War fan 
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ALAN WAKE 


Tumbling down the rabbit hole 


e’re not sure what the fan of interactive storytelling needs — shooter Max Payne, with guns once 
statute of limitations ison to play Alan Wake, it really is as again taking precedent - only the 
Xbox 360 exclusives making — simple as that. time-slowing dynamic has been 


their way onto PC, but waiting almost The plot starts off ominously replaced with a torch and the 
two years to sample the largely enough with Alan Wake, a once need to burn the darkness away 
ignored Alan Wake has frankly been a — successful novelist struggling from with light before being able to 
nightmare. Remedy made their name — writer's block, venturing into the stop enemies in their tracks. 


on our platform with Max Payne, so small town of Bright Falls with his Shooting different classes of hicks 
why on Earth would they cast aside —_ wife to try and reinvigorate his and avoiding their flying projectiles 
WAKE the audience that made them what career. Only soon she mysteriously before ducking into the light to ») 
: they are today? The answer to that goes missing and the author is recharge your health is fun, but a 4 6 
16 4 question isn’t important, as the thrust into a landscape riddled with —_ lot of the time it comes across as i 
rrdicgames SZ Finnish developer has finally seen humans driven crazy by dark forces giving the player something else | 
NORDIC GAMES reason and their latest creation can and mysterious figures toying with to do other than walk around 
REMEDY ENT. now be enjoyed with a mouse and his perception of reality. linear environments and trigger 
VAN COANE 2) keyboard, improved visuals and all In terms of combat, this release admittedly impressive cut-scenes. 


OUT NOW the benefits Steamworks provides. certainly shares familiar traits with Rather than gameplay 
Thank the maker, as anyone who isa — Remedy’s previous third-person serving the story, as is usually > 
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the case, Remedy has flipped that 
paradigm on its head and the result 
is a six-chaptered campaign which 
zips along at a fantastic pace. Like 
with any good thriller, the appeal is 
not only finding out what happens 
next to Alan, but also explaining the 
freaky events which occur around 
him and the motivations of the 
supporting cast. For instance, why is 
the cop from the FBI so intent 
on capturing Alan? And who is 
the lady in the black veil? 

As with their previous 
games, Remedy shows their 
knack for producing fantastic 
environments, which are 
genuinely enjoyable to 

4 explore, thanks to the addition 
4 of loregiving transcript pages 
and the delightfully bizarre TV 
show ‘Night Springs’ - a 
respectful rip-off of The 
Twilight Zone. There's also 
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e (Cross the/mountain,ruins 


components would be enough to 
warrant exploration of Bright Falls, but 
there's also Coffee Thermoses and 
other cheeky tie-ins. These inclusions 
aren't terrible, but when you couple 
them with rare video callouts to the 
mobile phone provider Verizon and 


“Remedy is known for 
crafting great yarns 


and Alan Wake is 


certainly that” 


the need to constantly use Energizer 
batteries to fuel your flashlight, the 
advertising-fuelled collect-‘em-all 
mechanic begins to grate. This minor 
yet notable complaint doesn't take 
away from the brilliance of the story 
which regularly 
toys with the 
player's perception 
of what's really 


FINA 


Incidentally, Alan Wake PC also 
includes both sets of post-release 
DLC for free, and while neither of 
these episodes matches the intrigue 
of the campaign — mainly because 
they focus on combat — they're still 
relatively meaty. 

Remedy is known for crafting 
great yarns and Alan Wake is 
certainly that. With memorable 
characters, like the ‘My Cousin 
Vinny’-inspired agent Barry, and a 
constantly shifting plot which has 
its fair share of cliffhangers, this is a 
game the majority of PC owners will 
relish. It's insane that we could've 
missed out on this experience simply 
because of Microsoft's platform 
politics, nevertheless we're glad Alan 
Wake has finally arrived. 


A masterclass in 


storytelling which has 


radio shows and interactive ; 
been well worth the wait 


signs which help to sell the 
validity of the small-town 
setting. All of these 


going on, not only 


in terms of cut- VE RDICT 


scenesbutwith §& 2 
gameplay as well. 
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xcellent production values across the board 
_@ _Theuse of product placement sticks out like a sore thumb 
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Past the point of no return 


GETTYSBURG 


ee ORE THAT 


= 


PUB: 
DEV: 


LAST GAME: 
RRP: 
ETA: 


= 


inging a game to market is no 
B mean feat, even the terrible 

ones. Between prototyping, 
pitching, testing and securing a 
publishing deal, there's little margin for 
error, even for the most disciplined of 
teams. With Gettysburg that challenge 
was made all the more daunting as it's 
principally the work of one man, Danny 
Green, yet for all the challenges this 
digital-only release has made it to 
market, it's just a shame it really isn’t 
any good at all. 
The main appeal boils down to the 
RTS/FPS hybrid gameplay which allows 
players to not only take control of 
entire armies, but also being able to 
double-click a unit, drop down to their 


perspec 


GETTYSBURG: 
ARMORED WARFARE 


tive and fire on enemies 


themselves. Functionality-wise this 


central n 


nechanic works well in either 


2 vs 2 strategy matches or 32 vs 32 
deathmatch games, where you can 
only control one unit, but in gameplay 
rms it just feels too cold and stale. 


te 


di 
th 
th 


th 
di 
th 


breakers are 


between un 


Sappear, cannon 
emselves and th 
e most basic col 


Units fade into one another, textures 


5 move all by 
ere only seems to be 
ision detection 


its and their surroundings. 


A lot of RTS games get away with 
ese issues because of the camera 


stance players choose to orchestrate 


eir units, but wh 


en zoomed into an 


FPS viewpoint these immersion 
unavoidable. 


Maps rely ona 


traditional capture-point 
ruleset, but despite 
packing five different 
environments they all 

el too large for the 
battles they host. Instead much of the 
me you're just waiting minutes on 
end for units to get to the frontline. and fool around. 


on 


t 


‘This release was 
kicked out of the door 
months before it should shake the feeling that this release was 

have been” 


And that's not discounting all of the 
regular crashes and disconnects 
which halt matches. 

The Steampunk Civil War setting 
which fuses artillery tanks with 
sword-touting cavalry is something 
different in the strategy genre, and 
the units look wonderful, but 


the animatio 

associated with 
their attack 
across as plain 
and mundane. 
Unfortunately 
there’s no tutorial 


vn 
a 
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At any time you can zoom down and 
take direct control over a blimp, ship, 
tank, horsemen or soldier under your 
control, but be warned it isn’t pretty. 


to introduce the setting, instead there's 
only an offline skirmish mode to 
practice battles, re-jig army layouts 


We were really looking forward to 
Gettysburg, just because it looked so 
ntriguing in its various preview guises 
— buggy certainly, but original. It's hard to 


kicked out of the door months before it 
should have been and ultimately that’s 
what makes it so disappointing. 

Regardless developer Danny has 
already confirmed he’s working ona 
massive patch in order to reward those 
for their faith, but at the moment 
there's nothing here worthy of your 
time. A great tech demo for sure, but 
certainly not a game. Hopefully that'll 
change in the future. m 
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Buggy and unstable 
Maps feel too large 
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MUD 


Style over substance 


hen people talk about racing 
game developers, there's 
usually a great deal of 


discussion before the name ‘Milestone’ 
comes up, yet that isn’t really the Italian 
studio's fault. They've established the 
solid yet predictable WRC, SBK, and, our 
personal favourite, Superstars V8 Racing 
franchises and now they're looking to 
get another often-overlooked racing 
discipline under their belt: Motocross. 
With the full FIM license, which 


PUB: 

DEV: includes 32 teams, 84 real riders and 
LAST GAME: as much energy drink sponsorship as 
ane you can drink, MUD doesn't offer a 


simulation-based experience with 
Milestone adopting a more arcadey 


iy 16 
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approach. T 
other riders on muddy tracks which 
have shifting elevation, slow corners, 
it of 


bumpy bits 


he appeal is racing wi 


and jumps to adda b 


flair. As expected, MUD is great to 


at but the h 


the races quickly begin to feel like 


chore, even 


th 16 


ook 


andling model is so dull that 


a 


with the metal sound 


and speed- 


around the 


globe to race on, 


track 


increasing jumps — only 
when you pull off a ‘Scrub’ trick. 
There are plenty of tracks from 

some of 


which sport more extreme elevation 


changes than others, but on 


ce you've 


tried a handful of these layouts you've 


really seen everything the FI 


World 


Championship mode has to offer. 
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Accumulating points is simply a case of hammering 
buttons and pulling off various oddly named tricks. 


Wisely though, that isn’t all MUD 
offers, as there’s also the entirely 
separate World Tour mode which 


throughout the game to reward your 
persistence. The core racing formula 
just isn’t nuanced enough to sustain 
more than a few hours of play. The 


ack of any sort of replay system and 
“RACES vick| begi iN fO supporting only two camera selections 
g only 
feel ike a chore” over the shoulder and slightly further 


over the shoulder) is also a missed 
opportunity. Not seeing your efforts 
post-race is a real shame, especially 


bolsters the traditional lap-based 


events with time trials, head-to-heads, when you've performed well, and the 
trick events and a neat trading card lack of an onboard camera angle 
mechanic which can be used to doesn't sell the sensations that these 


riders go through. 
MUD has unfortunately fallen into the 
predictable trap of being too simplistic 
for sim fans and too boring for arcade 
racers, who would be better served by 
other Mx-inspired racers. A pity. ml 


upgrade your selection of pre-made 
riders. The handling mode is dull in 
this mode too, but at least the action 
is broken up by enjoyable trick events 
which involve you aiming for a high 
score in small arenas by pulling off a 


range of tricks. 


After a couple of 
hours we found it 
really hard to keep 


A predictable rect 
experience which soon 


3 


laying MUD as 
ieee Me RDICT becomes dull and routine 
simply doesn't There are plenty of tracks, riders and modes to choose from 


change enough 5) MUD doesn't make the most of the sportit's trying to emulate 
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Couch co-op built for PC’? Something strange is afoot... 


top us if you've heard this one 
S before... a co-op experience 

involving repetitive zombie 
slaughter, the ability to create your 
own weapons and imaginatively 
characterised protagonists. Nope it 
isn't Left 4 Dead or Dead Island, instead 
this niche arcade experience is much 
more quaint, with a top-down 


self proclaimed gamer who has been 
thrust into a tiny zombie-infected 
world consisting of a handful of 
different areas, including a police 
station, shopping mall, power station 
and a housing estate, which are gated 
off by quest-spouting security cameras. 
The goal is simply to find out what he’s 
done to deserve to be sharing such 


perspective, twin-stick shooter small environments with legions of the 
‘double een gameplay, and a star who thinks he's undead and soon he meets his 
PUB: stuck in the middle of a videogame. ex-girlfriend, a mad scientist and an 
DEV: All Zombies Must Die! isn’t your alien to help in that endeavour. 
LAST GAME: typical indie release, and despite the Combat itself is simple yet satisfying 
RRP: fact that its primarily been developed —_ with uzis, shotguns, sniper rifles and 
ETA: for consoles, it still has a few nice the ever-popular chainsaw to keep 


ideas to warrant its existence on our 
platform. You start out as Jack, a 


your bloodlust satisfied, but slammed 
on top of that common formula are 
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ALL ZOMBIES MUST DIE! 


hree different components: RPG-style 
evelling, weapon customisation and 
he ability to transform zombies by 
interacting with the environment. For 
instance, set off a car alarm and you'll 
turn every zombie in the near vicinity 
into faster headphone-wearing 
enemies, point some uranium their 
way and they'll mutate into something 
resembling the incredible hulk. There 
are other modifiers associated with 


electricity and fire — both of which can 


“Combat itself is simple 
yet satistying” 


spread from zombie to zombie - and 
this mechanic offers different ways 

to approach certain scenarios, with 
component-orientated loot dropped 
when certain enemies are killed. 
Corralling zombies around to infect 
them and pick up the loot you require 
a lot of fun, but the quest design is 
often of the typical fetch variety, 
which leads progression to feel like a 
slog very quickly. The variation is 
supposed to come 
from having three 
extra players join 
you in the 
slaughter fun, 

but there isn’t an 
online option, 
instead co-op is 
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£9) Genuinely funny when doublesix focus on the characters 
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local only. In 2012 that's a massive 
disappointment and one that neuters 
this offering’s appeal. 

All Zombies Must Die! can't hold a 
candle to other zombie slaughter 
heavyweights, but frankly it isn’t trying 
to. Instead, doublesix has created a 
venue for mindless twitch-based fun 
with the simplest of item collection 
and recipe mechanics layered on top. 
There's nothing game-changing here, 
but its enjoyable enough to warrant its 
miniscule asking price. mi 


Lots of personality, little 
substance but worth a 
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DEFENDERS 
OF ARDANIA 


A war of attrition with no end in sight 


| f we've said it once we've said it a 
going to make a new game in the 


to be two things: different and good. 
Now Defenders of Ardania gets the first 
part right, with players needing not 
only to protect their HO from wave- 
based attackers, but also send their 
own back to the source. However, 
unfortunately the latest game set in 
the Majesty universe just isn’t much 
fun to play. 

The campaign starts promisingly 
enough with delightfully absurd 
characters, which both play to and 
make fun of traditional fantasy 
tropes, but then you're dropped into 


thousand times, if any developer is 


bloated Tower Defence genre, it needs 


gameplay which seems far too slow 
for its own good. 

As usual with this genre, levels take 
place on predetermined grids with 
players only able to place down turrets 
on certain slots, and the same goes for 
your opponent. These defensive 
measures protect your castle from 
attack, while at the same time you go 
on the offensive by spawning units, 
which vary in speed, strength and 
armour, to slowly plod to the 
competing general's HQ letting enemy 
units pass wistfully along the way 
without attacking. We imagine they 
just throw each other a glance and 
perhaps a wave, as they all proceed to 
their mutually assured destruction, 


ew 


: So : 


and an enjoyable story — it’s just a 
shame the rest of the game doesn't 
hold up its end of the bargain. 

In addition to the 16-mission 
campaign there's also support for 
competitive and co-op multiplayer, but 
the issues which plague single-player 
are largely the same here. If anything 
they're made worse, as players can 
replenish their castle's health, so 
matches become even more protracted. 

Defenders of Ardania seemed to have 
a great concept on paper, but its 
execution could, and perhaps should, 
have been a lot better. There's a 
step-by-step tutorial and visually the 
game is appealing enough, it just 
doesn't have enough strategy nuance 
to warrant its existence in what is a very 
competitive and saturated genre. 
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Anewtake onthe Tower Defence concept 
Painfully slow to get going 
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either by marching into the enemy 
castle, thus taking down its HP. or by 
succumbing to turret fire on the way. 


“Castles are too pees 
and units are too wea 


Managing both offensive and 
defensive fronts should prove exciting 
and tense, but the pace of matches is 
just too slow. Castles are too strong 
and units are too weak, which means 
matches can easily last over 30 
minutes, and due to the small unit and 
turret cap the balance of superiority 
hardly ever changes. Instead you just 
eventually roll over opponents, leading 
to wins which feel unsatisfying. 

Being set in the 
Majesty universe, 
its unsurprising 
that Defenders of 
Ardania's best 
assets come from a 
strong voicecast, 
written dialogue 


A daring yet 
fundamentally flawed 
strategy experience 
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TITMAN: 
ABSOLUTION. ‘ 


Agent 47 returns to put the underworld back in order! 
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Sadly, you've reached the end of this issue. What would you like to do now? 


@ Exit this issue and go and download another magazine? 


g Exit. @ Read the free MMO Games magazine now! 
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SOCIAL NEWS SITE 
FOR GAMERS! 


news for gamers _——-- 
http://www.n4g.com/ 5 ee? re ee 


News 4 Gamers is a news website written by _ platforms including PlayStation 3, Xbox 360, ih 
[) 
’, 
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tal Camer 
Fujifilm 290 Digit 


gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. 


by amember of the community and ranked When you read a story on N4G, you can F " 

by popularity. You can comment on each click to go straight out to the full story i 

article, and even if you're not a fully fledged = source, making this the ultimate gaming ' Pe pax bens van Niari- 

writer, you can submit news tips for items news site, because it gives you access to the ., ee i 

you've seen elsewhere on the web! stories from all the games sites on the web, ————— ; ' 
The site has sections for all gaming rather than just its own. Bu sire ce) | THE ¢ & 
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